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When Telek R’Mor 

contacts the U.S.S. 
VOYAGER NCC-74656 
through a micro- 
wormhole, he kindly 
agrees to pass on 
messages to the 
crew’s families. 


a series of devastating 
attacks on Its colonies. It 
becomes clear that this is 
the work of a third party, 
but the empire eagerly 
renews its contained 
hostilities with the 
Federation. 


Face off 


Over the next decade, 
a number of tense 
encounters take place 
between opposing ships. 
The two Galactic powers © 
face off over a crashed 
Romulan ship on 
Galorndon Core, a planet 
in Federation space, in 
2366; later that yeara 
Romulan vessel actually - 
opens fire on the ULS.S. 
Enterprise NCC-1701-D 
in a race to get to the 
spaceborne organism 
Gomtuu. [he year before, 
Starfleet and the Romulans 


THE ROMULAN 
STAR EMPIRE 


each try to claim the 
technology of the legendary 
Iconians. 

Both sides also race 
to salvage the Federation 
starship U.S.S. Pegasus 
NCC-53847 and investigate 
an anomaly in the Devron 
system, inside the Neutral 
Zone, in 2370. A Romulan 
vessel even attempts to 
turn assistance provided by 
the Enterprise in 2368 into 
a means of destroying the 
Federation flagship. Intrigue 
is rife amid the infrequent 
diplomatic conferences 
attended by the Romulans 
and Federation. Each side 
has its share of agents; 
Subcommander Selok 
escapes to Romulus after 
masquerading as the Vulcan 
ambassador T’Pel in 2367, 
while Section 31s Luther 
Sloan conspires against the 
Romulans during the 


TREACHEROUS SCHEMES 


The Romulan 

Centurion 
Bochra and 
Federation 
Commander Geordi 
La Forge are forced 
to overcome their 
differences and 
work together 
when they are 
stranded on an 
inhospitable, 
storm-ridden 
planet for several 
hours in 2366. 
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THE ROMULANS AND THE FEDERATION 


Dominion war. 

The Romulans have 
seen several of their agents 
defect to the Federation. 
Admiral Alidar Jarok 
defects in 2366 over 
apparent plans to attack 
the Federation, though he 
later discovers he has been 
deliberately misied. Three 
years later, the Federation 
turncoat Stefan DeSeve 
returns home after 20 years 
on Romulus, bringing news 
of the pending defection of 
Vice-Proconsul M'ret and 
his top two aides. [his 
development is a profound 
blow to the Star Empire. 


Propaganda 


A constant stream of 
Romulan propaganda fed 
to thelr own people 
portrays the Federation as 
weak, but the seasoned 
commanders of the military 


stealing the prototype 


_with the Federation. ‘They — 


THE ROMULAN 
STAR EMPIRE 


know better. They are 
unafraid, yet many accept 
that open conflict would 
lead to tremendous losses 
on both sides. The two 
powers are generally evenly 
matched in terms of 
technology and firepower, 
though the D’deridex-class | 
vessels are almost twice as 
large as their counterparts, | 
Starfleet’s Galaxy class. 
The Romulans sorely test 
the Federation's peaceful 
resolve. A small guerrilla 
force almost succeeds in 


Prometheus-class starship 
U.S.S. Prometheus NX- 
59650 during its trials in 
2374, while Romulan 
support for the House of 
Duras during the Klingon 
civil war of 2367-8 |s only 
undermined by a tachyon 
detection grid established 
by Starfleet's Geordi La 
Forge. Most daring of all is 
an attempted full-scale 
invasion of Vulean in 2368, 
which surely would have 
led to wal. 

The Romulans are 
nothing if not vigilant, and 
in the 2370's they recognize. 
the encroaching Dominion 
as a mortal threat. This 
common enemy finally 
forces them into detente | 


: 
| 


allow a Romulan cloaking _ 


device to be installed on the. 
U y S. 3. Defiant NX 74205 


_ successfully secure the vital 


for the U. s . 
Voyager NCC- 
74656 crew, 
as he dies four 
years before 

_ the arranged 


with the Dominion, the 


Romulans commit to the 
Federation Alliance in full, 
unaware that they have 


_ been duped into it by 


Starfleet’s Captain 
Benjamin Sisko and the 


_ rogue Cardassian Elim 


Garak. This unprecedented 
move ushers in a spirit of 
cooperation and mutual 
dependency between the 
two powers; the Romulans 
even establish an office 
under Senator Cretak on 
station Deep Space Nine, 
near to the front lines. 

The alliance is a tentative 
one. The majority of the 
Romulan Continuing 
Committee supports the 
coalition, but a number of 
voices are raised against It. 
The Romulans stockpiling 
of weapons on the Bajoran 
moon of Derna also places 
the Federation in the 
awkward position of taking 
a stand against its ally. 


Temporary allies 

The Romulans play a 
major role in all of the most 
significant actions in the 
Dominion war. [hey help to 


Chin'toka system, join the 


_ invasion of Cardassia — 
_ Prime, and stand beside 


their Federation allies 
_ when the Dominion oe 
concede defeat in : 


late 2375. 


FILE 18 CARD 126 


OTHER GROUPS OTHER GROUPS 
AND RACES AND RACES 


RISING FROM THE ASHES 


Heturn to prominence 


Resurrected after nearly 900 years in stasis, the remnants of 

the Vaadwaur civilization waste little time in attempting to 

resume their place in the hierarchy of the Delta Quadrant. 

They plot to capture the U.S.S. Voyager NCC-74656 and 

cause considerable damage to the Federation starship; a 
when their plot fails, the Vaadwaur immediately turn their | Environment Now uninhabitable. 


attention to the orbiting Turei | ‘dusurouiane 
Vessels. Despite the | Government Formerly democratic, but 
with military and scientific 


advanced age of the - ue np ia 
Vaadwaur Assault Vessels, , “i Be seca eats dase ef 
the Vaadwaur swiftly engage 7 a a | command now holds sway 
bditsiimmeliele(-lar-liemy(eliliitersil th an pO oe over Pe ae S 
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ofa brace | Features An once-impressive array | 
Bh | i. wo" ¢ _t ay of devastated cities. The |} om ean 

U.S.S. | a ae ee | atmosphere is charged | 124 THE DEVORE IMPERIUM 
hee tacks ee tt : , ron weg : with radiogenic particles 


VAADWAUR |... sg the allied "me  —__ intensity. | FILES... 
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Even as children, 


: he Vaad 
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en AND ACES parents to accept 


without fear the 
possibility of 
death. Each 
night, they are 
encouraged to fall 
asleep imagining 
a different way 

to die. 


Among the ancient 
Talaxian fables 
which give Neelix 
=> OS = ‘ ) his first clue to the 
ae =_ § ae Vaadwaur’s nature 
—"s are; ‘The Demon 
With the Golden 
Voice,’ ‘The Tale of 
the Boy Who Lost 
his Head,’ ‘The 
Tale of the Bloody 
Hand,’ and ‘The 
Tale of the Deadly 
Stranger,’ all from 
the second edition 
of the popular 
‘Eldaxon’s Collec- 
ted Folklore.’ 
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alive and well in 


The Vaadwaur take extreme measures : - _his bio-pod. 


to ensure their survival in the face of a ‘ Faw bicsoa 
concerted attack from alien vessels. mes ee SS V are closely 
Thousands of their kind voluntarily ee investigated by 
enter a prolonged period of suspended Ce ae the away team. 
animation in bio-pods stored in vast < : 
Walel-ieeleoltileMeirclitlel-e-mm olgel ica cccem acelin) Captain 
the devastation that is occurring above. Janeway 
These individual pods are linked to a leads an away 
main reactor unit, and the Vaadwaur team to 
are certain that this will protect them investigate 
for five years. The bio-pods are damaged the ruined 
in the ongoing assault, however; 892 Vaadwaur 
years pass before they are revived, and ee 

4 leading to the 
only then because the occupants are discovery of 
discovered, soundly sleeping, by the its surviving 
crew of the U.S.S. VOYAGER NCC-74656. population. 
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Hospitable traders 


The peaceful Ankari do not fear new life forms, and they wel- 
come cultural and trade exchanges. They are hospitable and 
courteous beings, always eager to meet new species, and help 
them with problems they may face. Their desert homeworld is 
a serene oasis of tranquillity in the often unwelcoming Delta 
OTTETeleclii a 


THE SPIRITS OF GOOD FORTUNE 


Interdimensional visitors 


The Spirits of Good Fortune are regarded by the Ankari as 
benign creatures responsible for the planet's well-being, 

but with their large, fanged mouths they present a startling 
appearance. They can be vicious when provoked and have 
the ability to dessicate all the cells within a humanoid body in 
seconds, resulting in a swift and painful demise. 


“Race The Spirits of Good Fortune 


la55 = Unknown 


An unknown dimension, The Ankari homeworld is an 
accessed through unnamed Class-M desert 
interspatial fissures. The planet, but is peaceful and 
Spirits can only survive in serene rather than harsh 
our universe for a few and threatening. 


econds. - 
eee Government Broadly democratic, 


The beings emit high- : with high value placed 
pitched ele of varying on individual freedom 
modulation that the and responsibility. 


universal translator 
cannot translate. The 
Ankari appear to be able 
to understand and speak 
with them, suggesting 
that this is a form of 
language. ‘ ——" teas 
None Known A The peaceful and 
welcoming Ankari 
are characterized by bony 
facial protrusions, and 


! Homewor(d 


A The Spirits appear as 
fish-like creatures 
that fly through the air. 
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Technology Highly developed; their 

: starships are sophisticated | 
and use a unique 

propulsion method that 

f makes them extremely 
eis difficult to detect with 
Federation sensors. 
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Technology 
Starship Lag STAR TREK: VOYAGER 


Spirits is dessicated 
within seconds of attack. 


appear to be descended 
from some form of reptile. 
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Bee opecia — THE ANHARI & THE aid 
device to invoke ni SPIRITS OF GOOD FORTUNE aD HE 


the Spirits - a 
circular cluster 
of open cylinders 
that emits high- 
pitched sounds 
similar to the 
shrieks made 

by the creatures. 


The Spirits emit 
energy surges 
that are capable 
of damaging 
starship shields. 
This results ina 
shield collapse if 
left unchecked. 


Desperate measures 


The antimatter contained in the 
efelel(-Mey mes) }iglcmelmClleleMmaeladiiit) 
proves to be an ideal source of 
fuel for the U.S.S. Equinox. The 
creatures have to be killed before 
they can be ‘harvested’, but the 


Equinox crew sees this as an The U.S.S. VOYAGER’s paid 
acceptable means to an end. A finds the grisly remains of 


” a Spirit of Good Fortune. 
pad * 


The Doctor and Seven of Nine 
A The U.S.S. EQUINOX crew A Captain Janeway must investigate a laboratory where 
trap the Spirits in a specially decide what the organic the EQUINOX crew have been 


converted lab aboard their vessel. matter represents. harvesting the dead Spirits. 
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The location and operation of the 
U.8.5. Defiant NX-74205's main ee) oo 
shuttlebay makes if unique among 
Federation starships. 
he design of the U.S.S. Defiant NX-74205 's 
similar to Intrepid-class vessels in that it has ! | 
the capability of landing on a planet's surface, | | - = 
but in keeping with Starfleet’s philosophy of y 
equipping its ships for all eventualities, the 
Defiant-class vessels also carry small impulse 
powered shuttlepods and warp-capable 
shuttlecraft. Scaled to match|the reduced 
storage area available within the Defiant, 
these auxiliary vessels are stored within three | 
shuttlebays located on Deck B of the vessel. The main shuttlebay aboard the U.S.S. 
: DEFIANT NX-74205 is located on Deck 3. 
Design departur B | Large bay doors in the shuttlebay floor open if : 
The compact design of the Defiant-class Onto Ane sina bnat ae eee. : Te A a 
/ starship is radically different to Constitution, phages fidicg satel tae: Se by 
Galaxy-, and /ntrepic-class vessels, and while opening that passes through the middle of 
the usage and nature of the shuttles are the main vessel's lower sensor array. ‘i 
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Once a shuttlepod or shuttlecraft has descended out of the shuttlebay, it is clear to engage its engines and power out from the 

underside of the starship. The interior of the bay is left exposed until the shuttle has departed, after which time the shuttlebay doors 
begin to close. The edge of each door is illuminated with a wide strip of lighting. The shuttlebay remains pressurized throughout the whole 
procedure through the use of forcefields which maintain the atmospheric integrity of the facility. 
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basically the same as those on other ships, the 
way in which these auxiliary craft are deployed 
is unusual compared to most vessels. 

The primary difference with the Defiant-class 
can be found in the location of the shuttles’ exit 
route. Taking the /ntrepid-class U.S.S. Voyager 
NCC-74656 as a typical example of normal 
shuttle deployment, the main shuttlebay is 
located at the rear of the vessel's engineering 
hull, in much the same design as the original 
Constitution-class U.S.S. Enterprise NCC- 
17017. On these ships, shuttles sit in relatively 
spacious bays, where forcefields are used to 
preserve the atmospheric conditions when the 
bay doors are opened. Low-powered tractor 
beam assemblies guide the shuttle out of the 
shuttlebay until it is clear of the stern of the 
vessel, at which point all power and navigation 
is transferred to the smaller craft. Docking 
follows the same procedure, albeit in reverse. 


Adapted for war 


Defiant-class vessels have a very different 
approach to shuttle launches, dictated by the 
location of the bay and the design of the vessel 
itself. The Defiant’s hull and shield configuration 
is designed to afford maximum protection, so 
the inclusion of shuttlebay doors at the rear of 
the craft could present a potential weak spot in 
times of crisis. In addition, the destruction of the 
shuttlebay doors presents a very real risk of 
explosive decompression, and while interior 
forcefields and bulkheads may prove strong 
enough in the short term, under the severe 
battle conditions the Defiant often faces, this 
would be unacceptable. Consequently, the 
entire launch system has been reconsidered 
around the fastest deployment and retrieval 
of a shuttle possible without exposing the 
Defiant to undue risk during the maneuver. 

Adopting a ‘drop ship’ approach to shuttle 
deployment, the shuttlebay doors are located 
on the underside of the Defiant, and, unlike the 
roughly rectangular shuttlebay exits found on 
the Galaxy and /ntrepid classes, the Defiant’s 
hatchway Is circular. Split double doors rapidly 
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The SHUTTLEPODS stored aboard the 
U.S.S. DEFIANT NX-74205 are smaller 
than many other Federation auxiliary craft. 


open to provide the maximum exit area for the 
departing shuttle; one vessel is permanently 
berthed in the center of the inner double doors 
which form the floor of the main Shuttlebay 3. 
Situated to the port and starboard of the launch 
area are Shuttlebays 1 and 2, which are used to 
store additional craft, enabling the quick 
positioning and launch of further shuttles. 


Advantageous positioning 


The advantages of launching from the 
underside of the Defiant are twofold, and use 
the design of the ship for maximum protection; 
the port and starboard nacelles running 
alongside the vessel form a highly effective 
barrier from attacking vessels, forcing an 
opponent to adopt an approach from directly 
underneath the ship to target any exiting 
shuttle. The Shuttlebay 3 is totally enclosed on 
Deck 3 apart from the launch doors, which open 
onto an exit hatch that cuts a cylinder through 
Deck 4. The hatch is only slightly wider than the 
shuttle itself, ensuring that even a direct hit to 
the underside of the vessel is unlikely to cause 
damage to the stored auxiliary vessels. 

Once launched, the shuttle faces in exactly 
the same direction of travel as the Defiant, so is 
able to fly downward, away from any potential 
combat scenario. Shuttles leaving /ntrepia- and 
Galaxy-class ships are facing away from the 
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The location of the DEFIANT’s 
shuttlebay means that vessels face 
forward from immediately after launch. 


Odo and Kira use quick SHUTTLEPOD 
launch procedures to flee the DEFIANT 
when it is attacked by the Dominion in 2371. 


direction of travel, and may form an easy target 
at the relatively exposed rear of the vessel. 

The shuttle launch sequence followed on the 
Defiant is similar to that used on other Starfleet 
vessels. Once the departing away team have 
boarded the shuttle, the automatic launch 
sequence begins. Depressurization of the 
shuttlebay is followed by the two large bay 
doors sliding apart, allowing the shuttle to begin 
a rapid descent through the circular hatch. The 
upper section of the exposed hatch Is lined with 
white lights which provide illumination during a 
shuttle’s launch and return, and opposing red 
lights flash on the port and starboard sides of 
the hatch when the shuttlebay doors are 
activated. The doors seal as soon as the shuttle 
is clear of the ship i order to maximize the 
vessel's defensive integrity. 
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role shuttle, based largely 
Type-6 design. Its warp 
semblies are modelled on 
fiant engine pods with 


Defenses: Phaser emitter, micro-torpedo 


jamming devices 
Length: 9.64 meters 
Width: 5.82 meters 
Height: 3.35 meters 
Location: Deck 3; shuttle passes though a 
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ASSIGNED TO: | 


PROTOCOL: | 
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ne of the most important functions carried 
Je by any Starfleet vessel is ambassadorial 

duty on behalf of the United Federation of 
Planets. Starfleet ships are often used to 
transport delegates and representatives 
between member planets, those considering 
membership, or non-aligned worlds within 
Federation space. On many occasions the 
captains and senior command staff of such 
starships are called upon to act as mediators or 
principle representatives for both Starfleet and 
the Federation itself. 


First impressions 


In order to provide an environment befitting 
such duties, the majority of Starfleet vessels 
have specifically-designed rooms and facilities 
dedicated to the short-term a¢commodation of 
VIP guests, as well as a series of protocols 
governing behavior and dress |during a 
dignitary’s visit. The U.S.S. Voyager NCC- 
74656 finds itself in a particularly vulnerable 
position during its journey through the Delta 
Quadrant, as the support of Starfleet and the 
United Federation of Planets does not exist in 
this region of space, so generating and 
sustaining good relations with| other cultures 


Talented Talaxtan 


Neelix strives to make himself useful 
during his early days on the U.S.S. 
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whole, appreciated by the crew, but his 
talents in dealing with other races, in 
particular the Kazon-Ogla and the Tak Tak, 
lead Captain Kathryn Janeway to suggest 
that Neelix adopt an ambassadorial role. 
From 2373 onward, Neelix formalizes this 
appointment and, along with acting as the 
ship’s morale officer, proves to be 
exceptional in his new vocation. 
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Neelix takes an important role in 


Captain Kathryn Janeway. 


U.S.S. VOYAGER NCC-74656 


VIP QUARTERS & AMBASSADORIAL ROUTINES 


Diplomatic relations are an important function aboard Federation starships, even 
those stranded in the Delta Quadrant. fis such the U.S.5. Voyager NCC-74656 
maintains suitable facilities for receiving visiting dignitaries at all times. 
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Voyager NCC-74656. His cooking is, on the 


bringing the Trabe to the attention of 


LOCATION: 
VARIOUS 


takes on a particularly important perspective. 

Inviting guests to visit the Intrepid-class 
vessel has proved to be valuable on many 
occasions, although cultural contact has not 
been without incident. Under normal 
circumstances, VIP’s would be entertained 
within the captain's private dining room and 
provided with quarters very close to the bridge, 
but the adaptations made to the vessel have 
had an impact on these relatively luxurious 
facilities. For example, in 2371, Neelix adapts 
the captain's private dining area on Deck 2 to 
serve as a kitchen, in order to supplement the 
nutritional requirements of the crew with freshly 
prepared food. 


Planning and adapting 


There are no specifically designated guest 
quarters on board Voyager, although rooms are 
always made available to house VIP’s, and are 
adapted to suit the requirements of guests as 
much as possible. Part of Neelix’s 
ambassadorial role is to be aware of the 
possible dietary, religious, and sanitary 
restrictions of other cultures; when preparing 
quarters for representative Tomin of the Kadi in 
2375, Neelix dispenses with the sonic shower, 
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The crew of the U.S.S. VOYAGER NCC- 
74656 often wear their dress uniforms 
when taking part in diplomatic functions. 


Captain Janeway treats Gathorel Labin 
of the planet Sikaris to a range of Earth 
delicacies when he visits VOYAGER in 2371. 


pa oe 
Some VIP areas of the ship have had to 
be sacrificed during the journey through 
the Delta Quadrant, such as the captain's 
private dining area, which is converted into a 
more traditional kitchen. 
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In 2372 Neelix is called upon to 

locate a Kazon named Tersa, in order 
to invite his sect into alliance 
negotiations. 


Neelix accompanies Captain Janeway 
to her peace negotiations with the 
Kazon sects in 2372. 
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as their protocols instruct that 
bathing may only be conducted 
in purified water. 

On this occasion, prayer 
facilities are also provided within 
the quarters as the Kadi observe 
eight ritual services a day. Neelix 
even tries producing bland food in 
accordance with the race's 
disapproval of spices, before the 
representative's arrival aboard 
the ship. Ritual greetings can be 
extremely important during first 
contact scenarios, or when guests 
first board the vessel, so Neelix 
conducts careful research into 
the correct phraseology and body 
language, to ensure that the 
all-important first impressions 
presented by the captain and 
her crew are the right ones. 


Welcome party 


After initial welcomes have been 
conducted, Neelix, or a senior crew 
member, may take the guest or 
guests on a tour of the ship, 
or escort them directly to their 
quarters. Carefully furnished and 
tastefully decorated, typical guest 
quarters are relatively small but 
comfortable, with smooth, dark 
blue walls, lit by partially recessed 
diffuse white wall lights. The deck 
plating is covered by a contoured 
carpet, and a variety of chairs and 
upholstered benches are present, 
as well as low glass tables. 

Separate sleeping and bathing 
areas are provided, and both the 
temperature and atmosphere may 
be altered in accordance with 
specific environmental conditions 
within the room. Security of the 
ship and of the guests themselves 
is alSo a primary factor — many 


guests are given leave to explore 
the vessel freely, although Chief of 
Security Lt. Commander Tuvok 
will ensure that certain areas of the 
vessel remain out of bounds If it is 
felt the visitor may pose a potential 
security threat. 


Diplomatic functions 


The guest's quarters are 
provided as a private place in which 
to rest and sleep but the majority of 
formal and informal events take 
place within the captain's ready 
room, the briefing room, or the 
mess hall. Neelix has, on occasion, 
taken to rearranging the mess hall 
entirely, decorating it with colors 
deemed important to certain 
societies, such as the Enaran 
guests traveling on board Voyager 
on Stardate 50203. 

In order to make the Enarans 
feel welcome, Neelix removes the 
tables and chairs, uses colors 
representative of the Enaran flag, 
and drops the temperature a few 
degrees; such receptions are close 
to the original function of the 
captain's private dining area. At 
events such as this, the senior 
command crew may wear their 
dress uniform as a sign of respect 
for visiting guests, or even their 
own smart casual clothes. 

Starfleet protocol forbids 
interference in the actions and 
history of other cultures and races, 
but cultural clashes can lead to 
some difficulties with visiting 
dignitaries. The experience with 
B’Elanna Torres and the Enarans 
highlights this, as does the 
behavior of representative Tomin 
during his cultural exchange visit 
to Voyager which Is overseen by 


CULTURAL CLASHES 


Disruption of diplomatic relations 


In 2373, the U.S.S. Voyager NCC-74656 ferries a group of Enarans to their homeworld, 
an act which earns the crew the friendship of their passengers, as well as access to 
valuable energy conservation technology. During the journey, a farewell party is held for 
the guests. The pleasant atmosphere takes a turn for the worse when B’Elanna Torres, 
who has been experiencing the memories of an Enaran named Korenna Mirell, accuses 
one of the guests of genocide. Believing Torres’s accusations to be correct, Captain 
Janeway sees little choice but to cancel all trade negotiations with the Enarans. 


Nisnenensnts 
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Neelix decorates the mess hall in a 
traditional Enaran style to welcome 
the ship’s passengers in 2373. 


Mirell’s memories of the extermination 
of the Enaran Regressive Movement. 


The Tak Tak 

demand that 
their complex, 
ritualistic gestures 
be observed when 
they deal with 
other beings. In 
2373, Captain 
Janeway and 
Neelix journey to 
Tak Tak space, 
where the captain 
unwittingly makes 
one of the worst 
insults possible 
simply by placing 
her hands on her 
hips. Neelix is 
forced to apologise 
when they 
complete their 
three day trade 
mission. 


Neelix in 2375. The correct and 
proper treatment of guests is often 
vital to trade agreements, the 
brokering of passage through a 
specific area of the Delta Quadrant, 
or the formation of an alliance, and 
a fine line has to be followed 
between allowing a guest the 
freedom of the ship, and 
preventing them from causing 
harm to themselves or others. 
Tomin’s experiences with 
synthehol and spicy food may 


Tomin, a representative of 
the Kadi, endangers Neelix’s 
diplomatic endeavors when he 
abandons the strict codes of his 
civilization. 
appear frivolous, but the 
seriousness of Captain Janeway's 
efforts|to secure vital mineral 
suppliés is foremost in Neelix’s 
mind as he attempts to make 
Tomin as welcome as possible. 
Good relations with other cultures 
takes On a major importance for the 
crew of Voyager, and the efforts of 
Neelix to ensure guests feel 
welcome aboard the Starfleet 
vessel prove vital on many 
occasions. 


During relaxed diplomatic functions, 


Starfleet officers may be allowed to 
dress in their own smart clothing. 
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TEROK NOR is externally 
identical to its primary. 
‘universe counterpart, 
DEEP SPACE NINE. The © 
interior reveals numerous 
changes and alterations, 
however, so that * 
conditions on the station 
have much in common 
with the squalor that 
typified the Cardassian 
occupation of Bajor i Th 
the primary universe. 


Operations center 


Promenade 
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Docking ring 


MITAROR UNIVERSE ee 
i= KOK NOR — . | Fusion pies 
First Recorded: 2370 


Type: Cardassian 
mining station. 


Lower docking pylon 


Features: Uridium ore : we 
refineries. | = am ‘Docking control cabin 
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Alliance flags and propaganda, and the large 
forecourt in ops is etched with an ominous black 
Alliance emblem. The predominant lighting is 
dark red. Public areas such as the Promenade, 
and even the large, circular airlock hatches 
occasionally play host to gruesome public 
executions designed to spell out the 
consequences of disobedience or insurrection. 

The mirror universe Quark runs the bar on 
Terok Nor, as he does in the primary universe, 
though he complains business is hampered by 
the crippling taxes imposed by the Alliance. The 
Ferengi is eventually executed for helping 
Terrans escape the station, and the bar passes 
first to his brother Rom and then to his nephew 
Nog. Both are later killed by Alliance personnel. 
Uniformed Bajorans, Klingons, and Cardassians 
stand guard over the downtrodden Terrans, who 
form manual labor parties aboard the station. 
These slaves live in a ghetto area on the 
Promenade, much as the Bajorans did during 
the Cardassian occupation of their world in the 
primary universe. 


Harsh life 


Most of the Terrans toil in the smoky, 
oppressive atmosphere of the ore processing 
center, deep in the bowels of the station. The 
processing machinery forms the core of this 
huge production area, lit dimly from above by an 
illuminated circular panel. Steam vents from the 
heavy machinery at regular intervals, causing 
the workers much discomfort. At meal times, 
they huddle on the floor next to the machinery. 
The Intendant is concerned with the productivity 
of the ore processing center, as her superiors at 
Sector Command use its output to gauge her 
effectiveness. She laments the killing of the 
sadistic mirror universe Odo for this reason, 
as he kept the processor running smoothly and 


NON-FEDERRTION STARSHIPS 
Mirror Universe Terok Nor 


maintained excellent order among the slaves. 

Terok Nor’s key protocols are, remarkably, 
the same as Deep Space Nines. Commander 
Benjamin Sisko, abducted from the primary 
universe in 2371, is able to force the Intendant’s 
hand and engineer an escape from the station 
by activating the self-destruct sequence, using 
his command access code — Alpha nine one 
seven five blue. [he mirror universe station 
does not, however, appear to have as tight 
security protocols as Deep Space Nine. 
Insurrectionists are able to escape without 
raising alarms or having to elude forcefields or 
transporters. There is evidently no Cardassian 
counterinsurgency program, as |s present on 
Deep Space Nine, or the Intendant would 
undoubtedly have used it during the subversion 
she faces in 2370 and 2371. 

Terok Nor is first encountered by visitors from 
the primary universe in 2370, when Kira and Dr. 
Julian Bashir ‘cross over’ in an accident during 
transit through the Bajoran wormhole. After 
they are escorted to the station by a Klingon 
vessel, Bashir is put to work in ore processing, 
while Kira gains the favor of her doppleganger, 
the Intendant. The Major manages to inspire 
Benjamin Sisko, a Terran mercenary who enjoys 
favored status because of the Intendant's liking 
for him, to start a rebellion against the Alliance. 
This movement gains momentum over the next 
year, prompting the incensed Intendant to bring 
Sisko’s estranged wife, scientist Jennifer 
Sisko, to /erok Nor. Jennifer almost completes 
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a transpectral sensor array that will allow the 
Alliance to locate rebel bases in the Badlands, 
but given the opportunity she chooses to defect 
to the resistance. | 

Terok Nor becomes a key symbol in the 
struggle between the oppressive Alliance and 
the beleaguered Terran Rebels when the latter, 
under the command of Captain ‘Smiley’ 
O’Brien, succeed in driving the Alliance from 
the station and making it their stronghold. The 
Sadistic mirror universe Cardassian Garak is 
the only serving Alliance officer to escape: 
the Intendant is captive for a time, but eludes 
execution by grovelling for her life. She is 
later freed by the treacherous Ferengi Nog. 

The Rebels recognize that keeping control 
of the station is the key to a lasting victory. 
They build their own version of the Federation 
starship U.S.S. Defiant NX-74205 — using plans 
downloaded from the primary universe Deep 
Space Nine’s computers — to defend Jerok Nor 
from the Alliance fleet sent to win it back. 


Symbolic victory 


The powerful battleship successfully draws 
the enemy's firepower away from the station 
and ensures another Terran victory. Jerok Nor 
nevertheless remains a dangerous place to be. 
Alliance agents such as Vie Fontaine and the 
Trill mercenary Ezri Tigan are able to infiltrate 
the station's defenses, and running firefights 
conducted through the corridors are not 
uncommon. The station's significance is 
cemented when O’Brien captures the Klingon 
Regent Worf during an abortive Alliance 
attempt to destroy the rebels under the cover 
of a newly installed cloaking device. The Terran 
movement operating from the station has good 
reason to celebrate this further success — but 
the story of Jerok Nor is doubtless far trom over. 
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Deanna Troi and Worf 

are reunited on the U.S.S. 
Enterprise NCC-1701-E for 
two missions in 2373 and 
2375 respectively. The two 
Starfleet officers continue to 
work well together, helping 
to defeat a Borg invasion of 
Earth and the Son’‘a’s 
Yihcelar-(ema-ilelercie(eli me) mai l-) 
Ba’ku colony world. 


Y) No hard feelings 


Worf has no problem with 
the fact that Deanna and 
William Riker appear to be 
an item again in 2375. 


& pack On the bridge 


Worf and Troi do not let their 
past history interfere with 
their duties on the U.S.S. 
ENTERPRISE NCC-1701-E. 


A Side Dy side 
In 2375, Worf enjoys a break 
from station DEEP SPACE 


NINE to once again team up 
with his former colleagues. 


LIFE FORM: 
B OBLIGATIONS: | 
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T Pring s choice 
Vulcans may claim to have put 
emotion behind them, but there 
can be little doubt that T’Pring’s 
decision to choose him over Spock 
itctoweMe (oeleme(-y:] McomeCoMUUiiimerliiiire| 
in love, and she is prepared to risk 
a great deal to legitimize their 
Three 

During the Koon-ut-kal-if-fee, 
Stonn clearly expects to be chosen 
as T’Pring’s champion. It comes as 
FeMmelacreimelcey mm comili mdi m om t 
ite} mmr lileMal-m) el-r:) Cmelli mcem-iae lice 
for his ancient claim. He even risks 
his life by initially ignoring T’Pau’s 
instruction to be silent. Stonn 
clearly cherishes T’Pring, and is 
fully prepared to risk the dangers 
inherent in the combat to claim 
her as his consort. The love 
between them may be understated 
in typical Vulcan fashion, but it 
Thitefeltiei cere ae) ty om 


A Stonn attends the ceremony in the belief that he will be 
chosen as T’Pring’s champion. He protests her choice of 


Kirk to no avail. 
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| OTHER CARDS 
IN THIS FILE... 


1 THE ROMULAN COMMANDER 
5 SUBCOMMANDER SELOK 


SEE OTHER 
FILES... 
ROMULAN STAR EMPIRE....File 12 
THE ROMULAN FLEET ..........File 35 


STAR TREK: 
_ THE ORIGINAL SERIES.......File 68 
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Starfleet’s plan to steal a Romulan cloaking device involves 

FemTt ls) slery-teiael-tleM ig @melcye litt M Te M telitlime ee (eli p 
searching the female Commander’s flagship while Spock 
distracts her. The Commander’s subordinate, Subcommander 
Tal, remains suspicious of Spock, but she dismisses his 
concerns. She gives Spock access to most areas of the ship, 
FVile-licoueM lips Mm come (=e lle Me ui-Melercieleli mel mal-Meler-) dure me \U (ee 
He reports this to Kirk and shortly thereafter the device, and 
the Commander herself, are in Federation custody. 


Hemorseful 


The commander 
is shocked and 
upset to learn 
that Spock has 
betrayed her. 
The Vulcan is 
more than a 
little ashamed 
of his actions. 
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Back from the dead 


Disguised as a 
Romulan, Captain Kirk 
successfully makes his 
way past the centurion 
guards to the Shielding 
Control Room on the 
Commander's ship, 
where he steals the 
cloaking device. Spock 
keeps the female 
commander distracted 
during this mission. 
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_ one struggling to Sunive. 
to those taking their first 


the Borg, are ruthless 
- aggressors. Matching 


Galaxy is 4 
highly diverse place. 
Literally millions of — 
civilizations exist at 
| various stages of 
# development, from 

Fa the simplest life 


steps into space, to © 


technologically advanced, 


warp capable races and 
beyond. Some, such as 


them are the Kazon and 
the Vidiians, who pose a 
constant threat to the 


U.S.S. Voyager NCC- 


74656 during its first years 
in the Delta Quadrant. 
Maje Culluh of the Kazon- 
Nistrim is the most 
persistent thorn in Captain 
Kathryn Janeway's side, 
leading his sect in 
numerous vicious attacks 


>a nabotc life 


The exocomps are created by Dr. 
Farallon. They develop intelligence, and 
come to be regarded as sentient beings. 
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_ The Vidiians’ sole interest 


lis in harvesting healthy 
organs to alleviate the 


scourge known as the 


phage, but Dr. Danara Pel 
| proves that not all Vidiians — 
are ruled by such amoral 


imperatives. She develops 
an attachment to Voyager's 


_ Emergency Medical 

- Hologram in 2372, and 

| later provides the cure for a 
- deadly virus contracted by | 
_ Janeway and Commander 


_ 
| 


Chakotay. 


Changing allegiance 


Many races, including the 
Romulans, Klingons, and 
Cardassians, alternate 
between being friend and 
_ foe as the years pass. The 
affiliation of the enigmatic 
Breen remains unclear until 
2375, when they ally 
themselves with the 
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= raed quest 


Dr. Sevrin leads a group of 


followers on a search for 


Eden in 2269, but the world 
he discovers is a poisoned 
_ paradise. | 
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oe the human ral race, athe igs, 

‘he Romulans, and the Cardassians — - Sometimes overshadows the myriad other races that 
os occupy the four quadran fs. Starfleet ices have met representatives of many of these races, 
a8 wel as countess cierse life forms. 


Founders in the Dominion  Vorta wae hove aecinc: 


War. Military experts Thot 
Gor and later Thot Pren 


direct the war effort from 


Cardassia Prime with 
exacting efficiency. Their 
wartime colleagues, the 
Vorta — the administrators 
and commanders of the 
Dominion forces on behalf 
of the Founders — maintain 
a cordial disposition purely 
as a front. Chief among the 
cloned, genetically-altered 


A Evolution of the species 
Nanites are submicroscopic robots. 


In 2366, a number of them develop 
sentience, and colonize a planet. 


with Starfleet officers is 
the oleaginous but shrewd 
Weyoun, who ruthlessly 
directs the war effort in the 
Alpha Quadrant over four 
cloned lives. 


Loyal servants 


Other notable Vorta 
include: Eris, who poses as 
a Dominion prisoner to gain 
Captain Sisko’s confidence 
in 2370; Borath, controller 
of a simulated Alpha 
Quadrant invasion scenario 
experienced by the U.S.S. 
Defiant NX-74205's senior 
officers in 2371; Keevan, 
who betrays his own troops 
and is later traded by the 
Federation for the Ferengi 
citizen Ishka; and Kilana, 
who negotiates a truce with 
Sisko while attempting to 
retrieve the remains of a 
Founder in 2373. All display 
the superciliousness and 
calculating opportunism 
typical of the Vorta. 

Some other races also 
appear particularly adept 
at serving. The Hupyrian 
Maihar'du follows his 
culture's creed and 
demonstrates extreme 
devotion to his employer, 


we Crystalline 


The microbrain is a silicon 
based intelligent life form 
that lives on Velara Ill. 
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25 SPOT 

37 PROFESSOR GEGEN 


We Separated civilization 

The Kazon exist as warriors | 
within various sects. They are 
continually engaged in conflict 
with one another, and other 
races. 


We Telepathic ambassador 
The outspoken Lwaxana Troi 


represents her world in 
matters of diplomacy. 


Servants ofthe Dominion 


Vorta such as Weyoun exist 
only to serve the Founders 
of the Dominion. 
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Other Characters & Life Forms 


We Green beauty 


Orion animal women are among 
the most distinctive and beautiful 
females in the Galaxy. They live 
to provide pleasure for others. 


to destroy his people's 
arch-enemies, the Lysians. 

Further to these, the Zibalian 
trader Kivas Fajo is completely 
callous and self-serving in his 
efforts to add to his priceless 
collection, while a century earlier 
Nona, a Kahn-ut-tu woman on 
Tyree’s planet, attempts to gain 
power for herself by trading 
Captain James T. Kirk's phaser 
with her people's enemies. The 
Ocampa Tanis plots to destroy the 
Voyager crew on the command of 
Suspiria, whom he reveres as a 
god. The roguish Wixiban, a 
Talaxian acquaintance of Voyager's 
morale officer Neelix, might appear 
angelic in this supremely devious 
company. 


Malevolent beings 


the Ferengi Grand Nagus Zek. The 
patient, pale-skinned Mr. Homn is 
never far from his mistress, the 
Betazoid Lwaxana Troi. The sultry 
Orion animal women, it appears, 
offer a more personal service. 
Many species share similar goals 
to the Federation and opt to apply 
for membership. Chief among 
these are the Vulcans, Trill, and 
Bajorans. |The people of Betazed 
are another example — although 
some of their kind, such as 
Devinoni Ral, use their telepathic 
abilities to generate profit. 
Others are prominent in the 
_ diplomatic arena thanks to the 
_ same abilities - Lwaxana Troi, 
_ for example, represents her 
homeworld at a number of 
conferences, including Pacifica in 
_ 2365. The troubled Tam Elbrun is 
G mission specialist in first 


contact, but finds peace aboard — 
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_ different skin color named Lokai; 
S a Satarran agent, masquerading _ 
as the fictitious Starfleet officer _ 


We Thieves of Mi Delta Quadrant 


The Nyrians use an advanced 
technology that allows them 
to displace the crews of alien 
starships and colonies so that 
they can lay claim to them. 


and other powers, but this does 
not stop individuals following their 
own agendas. The treacherous 
Ktarian Etana Jol spearheads 

an insidious plot to take control 

of Starfleet in 2368, using a 
psychotropic game, despite her 
race's many cultural exchanges _ 
with the Federation. Three years — 
later, the rogue El-Aurian Dr. | 
Tolian Soran nearly succeeds 

in a plan to change the path of a 
Spacetime anomaly known as 
the Nexus, and as a consequence 
wipe out nearly 250 million people. 


Dangerous kind 


Starfleet officers encounter 
many other dangerous and self- 
serving individuals. Bele 
demonstrates the shocking 
racial prejudice of his people — 
and persecutes a ‘criminal’ with 
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-. Kieran | MacDuff, i to use 


fe inthe void 


_by his brainchild. 


A threat is sometimes posed to 
Starfleet officers by noncorporeal 
life forms. Beings from outside the 
Galaxy, known as Korob and 
Sylvia, trouble the U.S.S 
Enterprise NCC-17017 in 2267, 
and the following year Captain Kirk 
faces the evil Gorgan of Triacus, 
who bewitches children into 
becoming his followers. The highly 
dangerous Platonians denigrate 
those of their kind who do not 
manifest the powerful 
psychokinetic abilities gained from 
ingesting the element kironide. 

This multitude of villains is 
fortunately balanced by many 
essentially humane beings 
throughout the Galaxy. Professor 
Forra Gegen postulates the 
scientifically-supported Distant 
Origin Theory to his own race, the 
Voth, but recants to save the lives 
of the Voyager crew. Another 
scientist, the Haakonian Jetrel, 
devised the metreon cascade, a 
weapon of mass destruction, but 
spends his dying years trying to 
atone for the devastation wrought 


Generally good people are oo 


brought into conflict with others. 
_ because of Coe principles o oS . 
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¥ liscover 
Professor sal challenges the 
foundations of Voth civilization 
with his Distant Origin theory. 
situation. Macias is an amiable 
man who heads a Maquis cell in 
2370, fighting to protect his people 
against Cardassian aggression on 
the border colonies; a century 
earlier, the dying would-be 
revolutionary Dr. Sevrin hijacks the 
Enterprise in his bid to find Eden. 

Other examples include the 
desperate Sarpeidon woman 
Zarabeth, who lies to the 
marooned Dr. McCoy and 
Commander Spock to try and 
keep them with her for company. 
Conversely, Sovereign Marouk of 
Acamar Ill is a stern, unflinching 
woman, but she nevertheless leads 
her people into reunification with a 
breakaway group known as the 
Gatherers. The undercover 
Idanian agent Arissa does not 
even realize who she is until her 
memory is returned in 2373. 

The Galaxy positively teems with 
countless races and forms of life. 
From the undeveloped civilizations 


_ of Capella IV and Gamma 
Trianguli VI to the double- 


stomached Lurians represented by 
Deep Space Nine barfly Morn, the 
Federation has encountered, as a 
Vulcan might say, infinite diversity 


in infinite combinations. 


In addition to the many species that 
nhabit planets, many life forms spend 
their existence in space. Among these are 


Gomtuu, the living spacecraft investigated by 


the crew of the U.S.S. Enterprise NCC-1701- 
D in 2366. The U.S.S. Voyager NCC-74656 
encounters a vast life form that resembles 

a nebula in 2371. The starship enters the 
creature in an effort to procure supplies, 

and inadvertently injures it. Fortunately, the 
crew are able to heal the wound that they 
nflict. A similar life form is encountered in 
2375. This creature is far more malevolent by 
nature, and attempts to digest the starship. 


Injured 

The U.S.S. VOYAGER NCC-74656 
accidentally injures a spaceborne 
life form in 2371. Luckily, the crew 
manages to repair the damage that 
they have caused. 


@ Ships for consumption 


The immense life form discovered by 

the crew of VOYAGER in 2375 consumes 
starships after enticing their crew into 
piloting toward it by giving them realistic 
visions of whatever they most desire. 
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niingon Bar leth 


The Bat'leth is the quintessential Klingon weapon — a warrior’s 
Dlade first used by the legendary Kahless, and perfectly suited 
[0 (he rigors of close-quarters combat. 


Bat'leths can be tailored 

to individual warriors; 
Jadzia Dax, for example, 
favors a blade with a 
5-centimeter grip diameter. 


he distinction between the Klingon 

approach to conflict and that of other 

races Is best-seen in the warrior race's : fms 

preference for handheld weapons, which _ : 

they believe demonstrate the pride and 

spirit of the true warrior. 

The honor and value that Klingons 
place in their weapons can be 
compared to the _ 
care with which the cD 
ancient Japanese 
culture on Earth created and|cherished their 
magnificent Samurai swords, Modern Klingons 
have, of necessity, had to become adept in the 
use of disruptors and other technological 
weapons, but the true warriar still yearns for 
the moment when he is face to face with his 
enemy, each armed only with a deadly blade. 
Of all Klingon handheld weapons, the 

bat'leth is perhaps the most pure in design 
and spirit. This historic bladed weapon, often 
referred to by Klingons as the “sword of 
honor,” resembles a two-ended scimitar. In 
the hands of a skilled and experienced warrior, 
it is a truly formidable weapon. 


Hespected blade 


The bat'leth is normally carried by a 
combatant along the inside of the arm, and is 
controlled in battle by the grips located on the 
exterior edge of the weapon.| As with Samurai 
swords, mastery of this ancient weapon 


if QT l0F S CONfiQUIAaTION Bat'teths 
WY vary in size, depending on a 
warriors personal choice. It is 
acknowledged, however, that 
a bat'leth measuring 116 
centimeters tip-to-tip, 
weighing 5.3 
kilograms, and 
constructed of 
composite 
baakonite, is 
the traditional 
configuration. 


The bat’leth 
features three grips 
with which it can be 
SS held, ensuring that a 
== : Klingon warrior can 
AA\\) maintain firm control 
of the blade as he 
deftly maneuvers it 
toward his enemies 
during battle. 


The inner section 
of the blade is 
used primarily to 


requires many hours of training; as Lt. Worf 
explains to Dr. Beverly Crusher aboard the 
U.S.S. Enterprise NCC-1701-D, "\f you wish 
to master the bat'leth sword,| you must learn 
to strike and avoid in the same motion.” 

The importance of the bat'leth to Klingon 
culture is reflected in the number of words 
relating to the weapon and its use that appear 


block and counter 
the movements of 
an opponent's 
weapon. 


Correct placing of a warrior’s 
feet is a particularly important 
aspect of fighting with a 
bat'leth, as precise balance 

is required to counteract the 
weapon's rapid movements. 


Older warriors such as 
Kang, Kor, and Koloth are 
experienced in the controlled 
movements that are required to 
handle a bat’leth. Despite their 
diminished physical strength, 
their mastery of the blade is still a 
significant factor during conflict. 
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Mastering the complexities of bat’leth 

combat is a difficult task. In 2373, 
Quark succeeds in fighting Thopok with a 
bat’leth only because Worf is coordinating 
his movements via a virtual control device. 


Every part of the bat’leth can be used 

as a weapon, including the blunt grip 
by which the blade should be held. In 2370, 
Kang uses this part of the weapon to block 
and deflect an opponent's attack. 


in the race’s language. To suddenly thrust 
toward one’s opponent with the bat'leth is 
called the jop; ‘way’ means to deflect a thrust, 
or to parry with your opponent. To thrust one of 
the ends of the bat’leth, as opposed to the long 
part of the blade, in an upward motion is called 
‘chaQ..’ The movement to twirl or rotate the 
bat'leth is called ‘jlrmoH,’ while ‘baQ’ means 
to toss the weapon from one hand to the other. 
To change the orientation of the blade trom 
horizontal to vertical is ‘ngol:’ ‘lev’ changes 

the orientation to the opposite direction. 


Honorable combat 


Bat'leth competitions are held periodically 
throughout the Alpha and Beta quadrants as a 


i: 
showcase for Klingon martial arts skills. Worf In oo igs ieee ota - pres Page dedi Pipette aed 

1 “ak . warriors favor the traditiona e ingon outpost on Maranga IV. 
Palicipates Je ae ad 8 oe Forcas It Hin ._ Over more advanced energy weapons such as_ During this time of celebration, bat’leth 
2370, using a bat'leth that has been in his family disruptors. They believe the bat’leth to be a __— displays are staged to remember Kahless’s 
for 10 generations. As with all Klingon more honorable weapon on the battlefield. victory over the tyrant Molor. 


competitions, this is fraught with danger, and 
several of the contenders are maimed. Wort 
nevertheless perseveres and finally triumphs, 
despite one of his opponents using an illegal 
T’gha maneuver against him. He takes 
Champion Standing in the contest and returns 
to the Enterprise with an impressive trophy to 
commemorate his victories in the tournament. 
Worf is also proficient with the mek’leth, a 
smaller, one-handed version of the bat'leth. 


Legendary conception 


Klingon history holds that the first bat’leth 
was forged 1500 years ago when Kahless the 
Unforgettable dipped a lock of his hair into the 
lava flowing from the Kri’stak volcano. He then 
plunged the burning lock into the lake of Lursor, 
twisting and shaping it into a blade. Kahless 
used this original bat’leth to slay the tyrant 
Molor and establish the first Klingon Empire in 
the 10th century. Unfortunately, this ancient 
bat'leth, known as the Sword of Kahless, was 
Stolen by the Hur’q five centuries after his 
death during their savage raids on the Klingon 
homeworld, Qo’no§S, and has been lost ever 
since. The legendary blade is briefly recovered 
in 2372 by Worf, Jadzia Dax, and Kor, but they 
elect to release It Into open space after realizing 
that Its discovery could divide the Klingon 
Empire and lead to war. 

The bat'leth nevertheless remains one of the 
most powerful and cherished icons in Klingon 
history. A true warrior learns to become one 
with the blade, and it in return gives meaning 
and definition to the warrior who wields it. 


Preparing a Warrlor 


The training of a Klingon in the ways 
of the warrior begins at a very young 
FeLe(-M@AN Id eclilel-lmaverdit-li) Com ma-t-(eh mie) g 
his First Rite of Ascension in 2370, 
when he is just four years old. By this 
stage in his life Alexander should be 
showing proficiency in the art of 
bat’leth combat, yet the young 
Klingon shows little interest in 
developing his skills, leading his 
father, Worf, to admit that “he could 
be better.” Nevertheless, with the aid 
of K’mtar - actually a future version 
of Alexander - the young Klingon 
begins to practice the Koh’manara 
block and the pak’ara thrust, two 
vital skills for handling the weapon. 


& Practice makes perfect 


K’‘mtar encourages Alexander to 
master the bat’leth, and guides him in 
the variety of different strikes and 
blocks that can be performed with it. 


® lisappointed rather 


Alexander shows little interest 
in following the path of a 
warrior or developing his skills 
with the bat’leth, much to the 
dismay of his father, Worf. 


